IS NEARLY & THE 
DONE. Betey REALMS ARE 
CHANGING, 


CHANGE AS 
WELL AS 


THE DAY OF 
A WEW 
CATLORD 
IS DAWNING. 


A NEW...27 THE CH/LO! Vil HIS DESTINY IS TO 
THE BOY THAT WALK BESIDE THE 
ABON DULM CATS IN CITIES AND 
KIDNAPPED-— TOWNS... AS I ONCE 
LEO THEM FROM 
THE JUNGLES. 


SO I CHOSE A MAN TO 

TRAIN THE CHILD IN THE 

WAYS OF C/VILIZATION... WAYS 
IN WHICH I WAS ILL VERSED. 


YOU GAVE 
THE BOY TOP 
CONNER, / 


I FOOLISHLY ¥ 
BELIEVED Ye 


WERE ONE AND 
THE SAME, 


AS I SAID, 
I WAS iLL 
VERSED. 
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Ip I LEARNED WHAT 
DUUM HAD PLANNED 
FOR THE CHILD, I WENT 
TO TAKE HIM f 
BACK. 


A SIMPLE 
TASK, I IMAGINED 


ABON DUUM HAD 
STRUCK A DEAL WITH 
MALAR--THE BEASTLORDS 


SHOWED UP, SAYING THAT A 
UNAWARE THAT THE GOP HAD SENT HIM TO TAKE 
BEASTGOD LAY IN THE CHILD FOR SAFEKEEPING. 


I BATTLED MALAR 
FOR THREE DAYS 
AND NIGHTS... 


«AND IT WAS 
A YEAR 
BEFORE THE 


TO HIDE THE 
CHILO! 


W HRMPH--I SEEM TO 
THAT you 
WERE ABOUT TO SLAY, 
HIM YOURSELF. 


IT WAS DIFFERENT, SALABAK! 
CONNER BETRAYED ME... 
ABANPONED ME TO DUUM 
AND THE ARENAS 


7” I DON'T KNOW IF 
I WOULD HAVE... JF I 
COULD HAVE. 1 HATED 
CONNER, AND YET... 


OH, SALABAK, I DON! 
‘NOW HOW TO FEEL. 
ABOUT HIM! I DON'T 
KNOW HOW TO FEEL-- 


HE'S RIGHT. 
HERE, VAJRA. 


DAN MISHKIN weer JAN OUURSEMA ar 
STEVE HAYMIE MATT WEBB ELLIOT S. MAGGIN 
LETTERER COLORIST EDITOR 


I_ WOULDN'T 


THE SLIGHTEST 
WRONG MOVE 
AN? My MAN 
WILL SKEWER 


Neila 


YOU NEVER "RESCUED" IT WASN'T CONNER 
ME FROM THE BOUNTY WHO BETRAYED ME.. 
HUNTERS... y 


“7...YOU ONLY WANTED 
TO TURN ME INTO QDUUM 
YOURSELF S 


HOW COULD 
YOU ALLY 
YOURSELF 
WITH A/M-- 


~-WHEN HIS. 
MEN SLASHED 


(IT'S THE 
PRACTICE IN 
HIS TRIBE... 


Pe ...EACH YOUNG 
if MALE'S RITE OF 
| PASSAGE ENDS 

B\ WITH THE 

MUTILATION. 


THEIR GOD--WHO 
GRANTS THE POWER 
OF THOUGHT 
SPEECH TO THOSE 
HE DEEMS 
WORTHY. 


REALLY. 


bad 
ALREADY TOLD 
HIM LOUPLY THAT 
peCUCS COULDN'T, 


T/M RATHER SURPRISED i y Yh (i a 


LD NEVER 
BELIEVE 
HIM. 


il 


11s AS YOU HAVE 
BEEN, MY FELINE 
FRIEND. 


YOU DID MEA 
FAVOR BY KILLING 


WHY, THE MAN WAS SUCH AN 

ACCOMPLISHED L/4R, I DOUBT 

EVEN AE KNEW WHEN HE WAS 
TELLING THE TRUTH. 


EVEN ONCE CLAIMED To HAVE 
STRUCK ADEAL WITH BEINGS 


ROM THE OL/TER PLANES? 


YOU ARE SO} 
PREDICTABLE, 
VASRA-- HENCE 
Xe) Y TO 
MANIPULATE... 


TRANSPORT Yy 
Ng Wz Uf 
~To THe QUTER 


S 4 A SHIM: ¥ 


YES, 
I AM HERE 
AT LAST! 


HERE 
BEYOND THE CONFINES 
OF THE MATER/AL 
OL 2; NHERE THE POWER 
I'VE AMASSED ARE BUT 
THE STEPPING 
STONES-- < 


vpWITH THE 
yp (ctaw OF MALAR, 
at Wick wiv 


YOU'RE 
ALIVE--! 


g 


HURRRRE \ AW y y = 4 


g 


I UZ 
«AN? YOU ARE 
FINISHED ON 
rie OO 


YOU OLD 
CON MANE 


YOU TWO WERE 
IN THIS TOGETHER 
FROM THE STARTY, 


; OUUM'S 
/ L TAKEN OVER THE 
— Gee . KITTENLORD'S MINDS 
4] f HE/LL TRY TO K/LL 
You! 


«.L DON'T THINK $0, 

AFTER ALL WE'VE 

BEEN THROUGH, HE'D 

NEVER HURT HIS OLD 
PAL CONNER! 


UGH! You've 
BEEN CHASING 
DOWN MICE 


AGAIN, 
HAVEN'T YOU? 


coe 
Tice rin. 0 Ie) a LL 


ber 


eres ge i OPE Be ITT 


PCL 
HE ' | 3 y ie x 2 \] ME? NO,LASS, YOU 
WEREN‘T SO FAR OFF 
--I CAN'T BELIEV! 
HOW WROWG I'VE 


WRONG ABOUT 4] 
You. 


ILLUSIONS, 
VAJRA-- 


I'D HAVE THOUGHT YOU WERE BACK h\ BUT THERE'S 
IN: MANVSHAKA, SALABAK-- MAKING | SOMETHING ELSE 
YOUR PLAY TO TAKE OVER ABON J HE NEEDED TO 

DUUM'S HOLDINGS. KNOW FIRST. 


THAT 4S WHAT YOU WERE 
AFTER ALL ALONG, ISN'T IT? 


HE HAD To 
FIND OUT IF Z 


y\ 


I7-..eecause He KNEW HE'D \ 4 
LWAYS BE LOOKING OVER 
1S SHOL/LDER IF I OID. 


WERE THERE! 
IRENA =— 


(OU. WER 

IN THE AREW 

IN THE MIODLE OF 
THE 


THE FEAR... 
STENCH OF DEATH! 
ALL WE EVER 


H, BUT YOU DON'T NEE? \__/”I LOVE you,’ +ONCE 
SPEECH TO COMMUNICATE, VAIRA. DON'T NOW IT'S 


Ik 
DO YOU? I CAN READ YOUR a AN ILLUSION T 


WORDS PLAIN ENOUGH: 


YOU WON'T TAKE ME 
TO THE HELL THAT 
WAITS FOR yous 


LET HER 
SO, SALABAK-~ 
AND T’LL PULL 
YOU OUT, Too, 
I SWEAR IT! 


3 9} O 
Y 
= Lie /| Z LP CONNER, a 
Y NG 7 ephdiere cm! 
\ SCREAMING! 


S57 “SOLO me our. 


SAY IT, VATRA- 
IT'S WHAT I DID. 


I LET you 
BECOME ABON DUUM'S 
| SLAVE IN EXCHANGE 
A.FOR My OWN LIFE... 


DUUM'S MEN BEAT ME 


SENSELESS--LEFT ME Fy 


FOR DEAD IN THE 
DESERT-- 


BUT... YOU DID 
TRY TO SAVE ME, 
CONNER. 


YOU NEVER 
ASKED, VASI. 


AREN'T YOU 


i 


BESIDES, NOW THAT THE BOY'S BACK) _=— 
WITH THE CATLOR®, I'LL NEED TO 
MOVE ON... NEW C/T/ES AND NEW 

SCAMS; YOU KNOW-— ; 


--BUT FIRST 
I WANTED TO 


5 : | WHO SENT ME TO GRAB THE SIGNS THAT YOU YOUR- 
HY, CONNER, KIO WHILE THECATLORD / SELF HAD FORETOLD... 
BATTLED MALAR-- THAT THEN SAVED OUR 
Pe HAD TO BE YOU. HIDES FROM WOLVES 
: AND BROUGHT US TO 4 
WATERDEEP. aj 


NO’ 
FLATTERY-— 
FACT. I FIGURED 
OUT YOUR SECRET, 
MONTHS 
AGO. 


DEATH UNDER A 
DESERT MOON. G3) 


ELSE, LUNA--THE MOST 
IMPORTANT THING... 


MYSELF FOR WHAT 
1 DID TO VATRA. 


YOU MIGHT NOT HAVE YOU WEREN'T THE ONE WHO BUILT 
APPROVED OF THE WAY. A WALL AROUND YOUR HEART 

TL HANDLED IT ALL, BUT 

FACE IT--1'M WOT ONE 

OF THE GOOD GUYS. 


NO... I GUESS I 
JUST SUPPLIED 
THE RAW 
MATERIALS. 
YOU DID... 


++BUT YOU 
ALSO HELO THE 
KEY TO OPEN UP 
HER Goa AGAIN 


REDEMPTION, 
CONNER... 


FROM THE DUNGEON 
by Jim Lowder 


Calimshan and the city of Manshaka 


Calimshan is a place of extreme op- 
posites. The inhospitable Calim Desert 
dominates almost one quarter of the 
country’s land, but its cities are opulent 
and comfortable. Strong legal codes 
with strict penalties determine the fates 
of criminals in Calimshan’s more civi- 
lized areas, but desert raiders and 
powerful crime lords control large 
pockets of land, dealing their own brand 
of justice to those foolish enough to 
cross their paths. 

Calimshan is, in short, much like 
Tethyr, its neighbor to the north: a place 
of potentially fabulous adventure, but 
rife with terrible danger for the unwise. 

Money presents a great attraction for 
most of Calimshan’s residents. The 
country is an important center for 
merchant activity in southeastern 
Faerun. Calishite traders are among the 
most prosperous on the world of Toril, as 
their vast, finely constructed cities 
proclaim. 

Only one thing can even approach 
having the importance of money in 
Calishite society: magic. But typical 
Calishite merchants and viziers don't 
value magic in and of itself. Magic, like 
gold, is only worth what it can get you. 
Thus, you won't find many reclusive, 
research-oriented mages. in Calim- 
shan. Most wizards spend their days 
creating new time-saving devices or 
incantations. As you might expect, they 
are very well paid for their services. 
Through their magic, the rich mer- 
chants of Calimshan have become 
masters of leisure; nothing can take 
care of menial duties like a good spell. 

But this wealthy country has a darker 
side. Visitors to Calimshan soon dis- 
cover the incredible ethnocentricity that 
permeates society there. Travelers from 
highly civilized places like Cormyr or 
Waterdeep are often amazed to learn 
that native Calishites consider their 
homelands backward and barbaric. The 
Calishites, for their part, don’t even try 
to mask their opinions of “crass 
foreigners.” 

Considering this attitude of superior- 
ity, it isn’t surprising that Calishites 
favor slavery, too. Like magic, slaves 
help to maintain the typical merchant's 
standard of living. Since they condemn 
all non-Calishites as inferior, most Cali- 
shite citizens don’t find it difficult to 
treat people like chattel.. Many an 


unwary adventurer has found himself 
aboard a slave galley or in a mine in 
Calimshan as a result of crossing the 
wrong influential person. 

This sums up Vajra Valmeyjar’s 
experiences in Calimshan, too. After 
Conner rescued the young Vaji from the 
life of a beggar in a small Tethyrian 
market town, he trained her as a fighter 
and con artist. Together, Conner and 
Vajra traveled to Calimshan. In the 
major Calishite cities—Memmon, Tesh- 
burl, Calimport, and Keltar, they ran 
confidence games. 


Though Calishite cities have strict 
civil codes and large city watches, it is 
impossible to keep crime out of a place 
the size of Calimport. That city, one of 
the largest in the Realms, boasts a pop- 
ulation of over one million people. Con- 
ner and Vajra found it easy to take 
travelers or small merchants for modest 
sums, then hide away in another part of 
the city. When they'd been in one place 
long enough for the watch to be suspi- 
cious, they moved on. 

This plan worked fine for a while. Con- 
ner and Vajra made a comfortable living 
and never really faced any serious 
danger. While the young thief and the 
older con man had a few notable adven- 
tures, they certainly never feared for 
their lives. Then they reached 
Manshaka. 

Like most port cities, Manshaka can 
be a rough place. It’s a common stop for 
coastal traders and a market point for 
cattle and other livestock from Calim- 
shan’s ranges. Adventurers frequent 
Manshaka, too, as many moneylenders 
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do business there. It’s easy to obtain the 
money to finance anything in 
Manshaka, though sometimes the 
lenders charge as much as 100% 
interest a month for risky ventures. 

To Conner, Manshaka seemed to be 
the perfect place for confidence games. 
Unlike other Calishite cities, the legal 
codes in Manshaka were relatively lax, 
and Conner soon learned that the city 
watch was subject to bribery. The 
nominal ruler of the city was Vizier 
Artouk Fanzir, but he was really only one 
member of a self-interested twelve-man 
council who sometimes took care of the 
city’s business. 

Vizier Fanzir and the city council 
seemed more interested in maintaining 
the legendary Arena of Blood. In the 
arena, slaves and free warriors fought 
one another for immense purses. Com- 
bat was always to the death, andthe city 
openly encouraged wagering at the 
arena. It was, after all, a major source of 
tax revenue. 

Upon arriving in Manshaka, Conner 
and Vajra thought they had found a 
place where they could finally play a few 
big scams and perhaps even make 
enough money to relax for a little while. 
But Conner chose poorly when he tar- 
geted Abon Duum for a sting. 

Duum is a crimelord whose land- 
holdings stand outside Manshaka. 
When the con went bad, Conner had no 
choice but to give Vajra to Duum. Vajra, 
then only twelve, was a natural for the 
arena. It was in that terrible battle- 
ground that she honed her skills with 
various weapons and waited for the 
right time to escape. 

Conner was busy during this time, 
too. Though many years passed before 
Vajra knew it, Conner had attempted to 
rescue her from Duum. (He’d left her 
with the criminal, planning from the 
start to help her to escape.) The rescue 
failed, of course, and Conner found him- 
self on the receiving end of Duum’s 
version of Calishite justice: beaten and 
left to die in the desert. 

For more information on Calimshan, 
take a look at the FORGOTTEN 
REALMS™game accessory, Empires of 
the Sands, by Scott Haring, and The 
Halfling’s Gem, the third novel in R.A. 
Salvatore’s exciting Icewind Dale 
Trilogy. Both published by TSR—of 
course. 
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